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Minimum Requirements | 





To pa y the VGA version of Dawn Patrol you will need: 

Minimum 386 SX 25 MHz processor; 

522Kb of memory under 1Mb (see comments below); 

2.2Mb of free expanded memory; 

VGA graphics card; 

PC-DOS or MS-DOS versions 3.0 and above; 

For the floppy disk version - 3.5” high density floppy drive, and 8Mb free hard disk 
space; 

For the CDROM version - dual-speed CDROM drive, and 760Kb of free hard disk space. 
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To i.’ the SVGA version of Dawn Patrol you will need: 

Minimum 486 DX2 66 MHz processor; 

522Kb of memory under 1Mb (see comments below); 

2.5Mb free expanded memory; 

A 100% VESA compatible SVGA graphics card with at least 1Mb of on-board memory; 
PC-DOS or MS-DOS versions 3.0 and above; 

For the floppy disk version - 3.5” high density floppy drive, and 14Mb free hard disk 
space; 

For the CDROM version - dual-speed CDROM drive, and 760Kb of free hard disk space. 


~~ PRS Ns 


The following equipment is optional: 
1. Joystick; Throttle, Pedals, Coolie Hat 
2. Mouse with Microsoft or 100% compatible mouse driver; 
3. Adlib or Soundblaster or 100% compatible sound card. 


The following equipment is necessary for head-to-head play: 
1. A null modem lead or a 9600+ baud modem. 
2. Another PC conforming to the requirements listed above (note that you can play Head- 
to-Head with one machine running in SVGA and another running in VGA if you wish). 


Installing Dawn Patrol 
In this documentation we refer to your floppy drive as A:, CDROM drive as D: and the hard 
disk as C:. If the drive specifications on your machine are different, please change them 
as appropriate. 


Floppy disk version 

Dawn Patrol comes with its own hard disk installation program and must be installed to your 
hard disk before it can played. 

1. Insert your Dawn Patrol Disk 1 into your floppy drive and type the following - 

A: <Return> 

INSTALL <Return>. 

2. An installation screen will be displayed. A window at the bottom of the screen will 
display the amount of information on your hard disk. If you have more than one hard 
disk you will be asked to select which one you wish to use. 

3. The installation program will then ask if it can install Dawn Patrol to the directory 
C:\DAWNPTRL. If you would prefer to install the game to a different directory, you can 
insert your directory name using the keyboard. Select the CONTINUE icon to proceed. 

4. You will now be asked whether you wish to install the VGA and/or SVGA versions of 
Dawn Patrol on to your hard disk. The VGA option uses less space but uses lower 
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resolution graphics than the SVGA version. If your machine does not reach the 
specifications required for SVGA, then do not install the SVGA version. : 


The lower window shows the base memory, expanded memory and hard disk space 


available on your system - It compares each one with the requirements of the game Any 
numbers shown in red do not meet the requirements of the game. See the section on 
page 5 for further information on freeing memory. 

When you have decided which versions to install you should select the INSTALL icon. 
The program will then be loaded on to your hard disk, and you should change floppy 
disks when requested. 

Once installation is complete you can exit from the installation procedure, and you will be 
transferred to the Dawn Patrol directory. 

Please read the section on page below headed ‘Loading Dawn Patrol’. 


CDROM version 
Dawn Patrol comes with its own hard disk drive installation program. The CDROM version 


1. 
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must be run from your hard drive, but you can choose a ‘minimum’ installation where 
most files are read from the CDROM. 

Insert your Dawn Patrol CDROM into your CDROM drive and type the following - 

D: <Return> 

INSTALL <Return> 


. An installation screen will be displayed. A window at the bottom of the screen will display 


the amount of information on your hard disk. If you have more than one hard disk you 
will be asked to select which one you wish to use. 

The installation program will then ask if it can install Dawn Patrol to the directory 
C:\DAWNPTRL. If you would prefer to install the game to a different directory, you can 
insert your directory using the keyboard. Select the CONTINUE icon to proceed. 

You will now be asked whether you wish to install the VGA and/or SVGA versions of 
Dawn Patrol on to your hard disk. The VGA option requires less hard disk space but 
uses lower resolution graphics than the SVGA version. If your machine does not reach 
the specifications required for SVGA, then do not install the SVGA version. You will 
also be asked how much of the hard disk you want taken up by the game. The less you 
install the more information is the CDROM, and this may slow the game down in certain 
areas. Note that if you select a full installation you will be unable to select speech. 

The lower window shows the base memory, expanded memory and hard disk space 
available on your system, and compares each one with the requirements of the game 
when it is run. Any numbers shown in red do not meet the requirements of the game. 
See the section on page 5 for further information on freeing memory. 

When you have decided which versions to install you should select the INSTALL icon. 
The game will then be loaded on to your hard disk. 

Once installation is complete you can exit from the installation procedure, and you will be 
transferred to the Dawn Patrol directory. You will need to insert the CDROM into the 
drive each time you want to play the game, unless you selected the ‘complete 
installation’ option. 

Please read the section below headed ‘Loading Dawn Patrol’. 


Loading Dawn Patrol 
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To start Dawn Patrol, ensure you are in the directory specified during installation. For 
example- C:<Return> 

CD\DAWNPTRL <Returm> 

To start the game type PATROL and press <Return>. When this is done for the first 
time after installation, a configuration program will ask you to specify the desired 
graphics mode and sound options. Select the appropriate options using the number 
keys. Note that you will be unable to use SVGA mode if you have only installed VGA 
graphics. The configuration program automatically saves these options to the hard disk, 
so you do not have to go through the configuration again. If you do want to change any 
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of the options, type PATROL ? and press <Return> when you start the game. 

4. When you load the game you will be presented with the Empire logo and a seres of 
credits. To skip past these, press <Esc>. You will then find yourself presented with the 
on-screen Contents page. 


Memory requirements | 


In order to run Dawn Patrol, the following memory requirements must be met. If they are 
not, Dawn Patrol will fail to load and will crash to DOS with an error message appropriate to 
the memory required. The amount of memory available is, due to the architecture of PCs, 
dependent upon the device drivers in your machine and not the age of it. To find out how 
much of each memory type you have, type MEM and press <Return>. 


You need 485Kb of conventional memory to load the program plus a further 70Kb of 
conventional or upper memory for VGA or a further 85Kb of conventional or upper memory 
for SVGA. You also need 2.2Mb of Expanded memory (EMS) for VGA, or 2.5Mb for the 
high speed SVGA drivers. Note that if you are using the Universal Driver you will need 3Mb 
of expanded memory for SVGA. To install the SVGA drivers, see the section called 
‘Installing SVGA’ on this page. 


If you do not have sufficient memory to run Dawn Patrol see the section on page 5 called 
‘Freeing Memory’. 


Installing SVGA 
To install SVGA, type SVGATEST <Return> in the Dawn Patrol directory (e.g. 
C:\DAWNPTRL>. You will be presented with a list of SVGA drivers. You should now select 
one appropriate to your graphics card. If you do not know the name of your graphics card, 
select Z for ‘Other and then A for ‘Display Technical Information Screen’. The name of your 
card will then be displayed at the top of the screen. 


Installing SVGA with Head-to-Head 
If you have Head-to-Head, select the SVGA Drivers option when the installation program 
has finished. The program will attempt to detect your graphics card automatically, and an 
SVGA driver will be suggested as the driver to install. Please follow the on-screen prompts. 


If the animation played is corrupted in any way, another driver will be suggested. Follow the 
on-screen prompts as before. If the animation merely wobbles, select Wobble Fix. 


In the unlikely event that the driver does not work within the game, you can install the SVGA 
drivers without going through the installation process. To do this type SVGASET <Return> 
in the game directory. 


Head-to-Head 
If you have the Head-to-Head version of Dawn Patrol, please read the following information 
relating to Serial-Link and Modem play. 


— the Serial-Link Option 

Select a page in the game. 

Click on the ‘connect icon’ in the bottom-left corner of the page. 
The Communications Setup screen will appear. 

Alter the IRQ Line - select from Default, and 2 to 7. 

Comms port - select from Com1 to Com4 as appropriate 
Change Link Method to Serial Link. 

Change Connection Method to Already Connected. 
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8. Leave Modem Type blank. 

9. Allow your opponent to configure his Communications Setup. 

10. Both players must now click on Accept, and after a few moments the game will connect 
both machines. 

11. The Transmit Chat/Mission Briefing screen will appear. 

12. The host can now alter any option (in red) until either player selects a side to fly with. 

13. Note that if there is more than one aircraft on one side in the mission, the players can 
opt to have a team game if they both select the same side. If there is only one aircraft 
on one side, and both players select that side, the host will fly the aircraft on the side 
selected, and the opponent will be forced to fly with the other air force. 


Using the Modem-Link option 
1. Selecta page in the game. 

Click on the ‘connect icon’ in the bottom-left corner of the page. 

The Communcations Setup screen will appear. 

Alter the IRQ Line - select from Default, and 2 to 7. 

Comms port - select from Com1 to Com4. 

Change Link Method to Modem Link. 

One player must change the Connection Method to ‘Call Now’, the other player must 

change his Connection Method to ‘Wait For Call’. 

8. Select your Modem Type from the list. If your modem is not listed, you should find out 
what if your modem is equivalent to any on the list. If you can’t find an equivalent, select 
Generic. 

9. Allow your opponent to configure his Communications Setup. 

10 .Both players must now click on Accept, and after a few moments the game will connect 
both machines. 

11.Please refer to points 11 to 13 in the serial-link section. 


NOMSRON: 


Please note that the SVGA graphics, while linked, may seem jerky on slower machines. 
This is due to the sheer amount of information each machine is processing, and may also 
be attributable to older modems. To compensate for this you should reduce the graphics 
detail on the Preferences page in the game, page 160. This page can also be accessed 
while in flight by pressing F10. 


Freeing Memory with DOS 6.0 and above 
As the technological level of the graphics, sound, and dynamics increases, the more RAM is 
required. This section of the supplement will instruct you on various ways to free it up. 


This guide consists of three different sections of instructions on how to free memory, in 
increasing order of difficulty. These sections are: 

- How to use Memmaker; 

- How to make a Boot Disk; 

- How to use Memory Addressing. 

Each section also (briefly) discusses the advantages and disadvantages of the method 
described. 


Through-out the guide we assume that you are using MS-DOS 6.0 and above, as this is 
now the standard throughout the industry. If you have another version of DOS your user 
guide should instruct you on the equivalent terms. 


Before you attempt any of these methods, we recommend you follow the instructions below 
to make a back-up disk of your system files. 

1. Insert a blank disk in drive A. 

2. At the DOS prompt, type FORMAT A: /S <Return>. 

3. When the disk has been formatted, type COPY CONFIG.SYS A: <Return>. 
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4 When this file has been copied, type COPY AUTOEXEC.BAT A: <Return>. 
5 Finally, label your disk as a system back-up disk. 


Note that you can type MEM at any time in DOS to find out how much free 
memory you have. 


How to use Memmaker 
Memmaker is a useful utility provided with MS-DOS. It is quick and easy to use, and usually 
frees up enough memory. Its main disadvantages are: 
- it permanently affects your computer; 
- sometimes it doesn't free as much memory as possible. 
Follow the instructions below to use Memmaker. 


1. Type MEMMAKER <Return> at the DOS prompt. 

2. On the first screen, select Express Setup. 

3. If your game requires EMS or Expanded Memory, select Expanded Memory. 

4. Memmaker will then reset your computer twice, and tinally ask you if your system 
appears to be working properly. If it does select Yes. 

5. Memmaker will then exit to DOS, after saving the original files to the C:\BACKUPS 
directory ( as config.umb and autoexec.umb). 

6. If you want to return the system to its original state, do the following: 

a. Type COPY C:\BACKUPS\CONFIG.UMB CONFIG.SYS and press <Return>. 

b. Type COPY C:\BACKUPS\AUTOEXEC.UMB AUTOEXEC.BAT and press <Return>. 


How to make a boot disk 
A boot disk is a useful tool that allows the original configuration to be kept while a temporary 
configuration is used. Before playing the game, the user must insert the disk into the floppy 
drive and reset the machine. The machine will then boot from the disk, and RAM will be 
freed. Follow the instructions below to make a boot disk. 
An example of a finished boot disk can be found at the end of this section. A list of drivers 
you can delete without fear are also at the end of this section. 


1. First, insert a blank disk into the floppy drive. For the sake of brevity, we will assume 
your floppy drive is labelled Drive A. 

. Type FORMAT A: /S /U <Return>. 

. When the disk has been formatted, type COPY CONFIG.SYS A: <Return>. 

. When this has finished, type COPY AUTOEXEC.BAT A: <Return>. 

. Label the disk as a game boot disk. 

. Next type EDIT A:\CONFIG.SYS <Return>. You will be presented with the MS-DOS 

Editor, and a list of devices that load up when the computer boots. 

. Ensure that the first line reads DEVICE=C:\DOS\HIMEM.SYS. 

If your game requires Expanded Memory, ensure that the second line reads 

DEVICE=C:\DOS\EMM386.EXE RAM 

. If your game does not require Expanded Memory, ensure that the second line reads 

DEVICE=C:\DOS\EMM386.EXE NOEMS. 

10. Ensure that the third line reads DOS=HIGH,UMB. 

11. Ensure that the fourth line reads FILES=20. 

12. Ensure that the fifth line reads BUFFERS=20. 

13. Delete everything else in the file except sound card lines, hard drive lines (if any), CD 
lines and mouse lines. These lines are usually easily identifiable as the sound card or 
CD drive because they will have some form of the manufacturers name on the line. For 
example, a Panasonic CD drive will usually read 

DEVICE=C:\PANA\CDMKE.SYS; 
a Sound Blaster 16 card will usually read 
DEVICE=C:\SB16\DRV\CTSB16.SYS; 
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anda Vibra 16 sound card will usually read 
DEVICE=C:\VIBRA16\DRV\VIBRA16.SYS. 

14. Ensure that all the lines beginning DEVICE now begin with DEVICEHIGH, except for the 
first two lines in your file (HIMEM.SYS and EMM386.EXE). 

15. Save and exit this file using the File menu. 

16. Next, type EDIT A: AUTOEXEC.BAT <Return>. 

17. Again, you will be presented with a list of drivers that load when your computer boots. 
Remove everything you will not need to play the game. 

18. At the very beginning of the lines that begin with C:\, for example 
C:\DOS\MSCDEX.EXE, type LH (or LOADHIGH). Our example line will therefore read 
LH C:\DOS\MSCDEX.EXE /D:MSCDO000 /L:D /M:20 

19. Save and exit using the File menu. 

20. You have now made a boot disk. To use it, insert it into the floppy drive and reset the 
machine. The machine will load from the boot disk instead of it’s own system files, 
freeing memory. Each time you want to play Dawn Patrol, you must insert the boot disk 
in drive A and reboot the machine. 


The following is a list of commands you can safely delete without affecting Dawn Patrol: 
ANSI, append, break, chcp, command, country, ctty, display, doskey, driver, drivparm, ega, 
fastopen, include, install, interlink, intersvr, mode, nlsfunc, numlock, power, ramdrive, 
setver, share, shell, shift, smartdrv, subst, switches, verify, vsafe. 


The following are examples of edited config.sys and autoexec.bat files. Note that they are 
examples and should not, therefore, be copied on to your boot disk.config.sys 
DEVICE=C:\DOS\HIMEM.SYS i 
DEVICE=C:\DOS\EMM386.EXE RAM HIGHSCAN 
BUFFERS=20 
FILES=20 
DOS=HIGH,UMB 
DEVICE=C:\SB16\DRVU\CTSB16.SYS /UNIT=0 /BLASTER=A:220 1:5 D:1 H:5 
DEVICE=C:\ATAPI\TOSHV109.SYS /D:MSCDO00 


autoexec.bat 

@ECHO OFF 

PROMPT $P$G 

LH C:\MOUSE\MOUSE.COM 

SET SOUND=C:\SB16 

SET BLASTER=A220 I5 D1 H5 P330 T6 

SET MIDI=SYNTH:1 MAP:E 

LH C:\DOS\MSCDEX.EXE /D:MSCD0O00 /L:D /M:20 


How to use Memory Addressing 





If your boot disk fails to free enough memory you may be able to free more using memory 

addressing. This will free upper memory blocks, enabling more devices to be loaded high, 

and will also increase the amount of memory under 1Mb. Please follow the instructions 

below. 

1. Type MSD <Return> at the DOS prompt. The Microsoft Diagnose program will appear. 

2. Press M for memory. A new screen will appear, detailing the current memory 
configuration of your machine 

3. Note down the lines that have ‘free’ or ‘possibly free’ UMBs, for example E000-E3FF. 

4. Exit from MSD using the File Menu. At the hard disk prompt, type EDIT A:\CONFIG.SYS 
<Return>. 

5. Locate the EMM386.EXE line (it should be the second line down). At the very end of the 
line, type l= followed by the address you have written down, for example 
DEVICE=C:\DOS\EMM386.EXE RAM I=ECO0-E3FF HIGHSCAN. 
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Note that you can have any number ofgaddresses on this line. 

6. Save and exit using the file menu. 

7. If you find that the game exits to DOS with no error message, or an error message 
Stating that there is a problem with EMM386.EXE, remove the addresses from your 
EMM386.EXE line that were listed as ‘possibly available’ UMBs. 


Freeing memory using Windows 95 





There are several different methods of freeing memory with Windows 95. Please follow the 
instructions below to for the easiest method. 


My Computer Method 

. Double-click on My Computer. , 
. Double-click on Drive C:. | 
Double-click on the Dawn Patrol Folder. 
. Click once on Patrol (small window icon). 
. Click once on the File Menu. i 
. Click once on Properties. 
. Click once on the Program Tab. 
. Click once on the Advanced Button. 
9. Click MS-DOS Mode. 
10.Click on specify a new MS-DOS configuration. 
11.Click on the configuration button. 
12.Ensure that the expanded memory button is selected, and all other options are blank. 
13.Click on OK on the next three windows. 
14.Double-click on Patrol. 


The README file 


A text file called README.TXT will have been installed in the Dawn Patrol directory. It 
contains this technical supplement and any updates since going to press. To read this file, 
type EDIT README.TXT <Return> in the game directory. 


The Technical Su} 


If you are still having problems, please check through this information one more time. In the 
event that your problem is unsolvable, you can contact the Empire Interactive Technical 
Support and Customer Services line on: 
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United Kingdom: 0181-343-9143 : 
United States: (301)-916-9303 


TEC-DPHTHCORUKUS 


